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!Mventums journal 



The Civilized Area of New Pblan 


RICHES & FAME! 

The council is looking lor soldiers and rogues, mages and clerics, heroes of all kinds, 
to come to New PhUn, The wealth and land of an ancient city await those 
willing to reach out and take it. 

GLORY! 

Legends will be written about the heroic struggle to free New Phlan! Ships to New 
Phlan dep^ twice monthly. MTien you arrive, see the New Phlan 
City Council for the latest news and information. 

MAKE YOUR FORTUM IN NEW PHLAN! 


FREE NEW PHLAN! 


The New Phlan City Council is leading the fi^t to free their captive city Heroes arc 
retaking the city block by block from the evil hordes. 















































Wfiat is the Mventurers :)ourna[ MMoutF 

^ Mventurers ^ouniaC is yemrjuide to ‘Pool oj It includes 

jliers, maps, and information tHat your adventurers would htow bcfott 
be^nning tftcir quest. It also includes information that your adventurers 
tjAii aiscov&r during tfiiir quest. 


^ jourm{ is dividedmu> sever- 
dsections, dhe emtr shows a reendtm^ 
^ttnounctment thoi temptedyoiir adven¬ 
turers to com to 9{ew l^hkn and a map 
the civdiztduvea of the dti^. ^ nes;t 
sections are a historp of Thkn (p^, 2) atd 
a bestiary of the monsters in and around 
Tdan (p^. 10), ^is is information pour 
adventurers should already knew, so read 
it car^id^. ^ answer to Chians cur¬ 
rent phght may he in its history. 

^Ihe three sections of the 
Journd are information that the adven- 
turers wdl come, across duri. 7 ^ thdr 
adventure. ToocofiR£mim([% assumes 
that your characters, kinp careful and 
thorough adventurers, k^p a written 
journal of important items that they find 
during thdr quest. Such itents include 
annmncementsfwm the city council 
(Proclamations, py. 13), information col 
lectedduring an ^venture (journal 
Pn tries, pg. 16), and tales overheard in 
taverns ffavern Tales, py. 33). 

Thrruty tkegameyou will be 
referred to the entries in the Adventurers 
journal for additiond information. Jot 
example, ifyou go to the Uhllaf the City 
Council the program will refer to the 
councils currently listedProclamations by 
number. Loo f up the specific numbered 
proclamations and read them. Ignore the 
other Proclamations until they are poster' 


The game will also rtference journal 
‘Entries and Tavern Eales by number. 
*When suck a rfcrence appears, look-up 
the specific numbered entry and read it. 

These items arc information the adventur¬ 
er would copy into hisjounml. As items 
are rferencedcheckithcfn off in the mar¬ 
gin so you later ktww wfuffi items have 
com up during thegam. 

5Vp£ ez^ry Troclamation, journal 
Entry, or Eavern Eale in this journal is 
actually true. Odafty entries are only 
rumors, dreams, or plain lies. the 
temptation to read ahead in the journal; 
the true items may reveal information 
your adventurers couldnt know yet, and 
the false items will contain iifformation 
that can lead them astray. 33dienyotivt 
finished the game you can read through 
the wholejournal and spot the false 
entries. 

The final sections in the journal 
include reference material for plaifng the 
gam. These appendices (pg, 35), art a 
quickreference for specific game informa¬ 
tion you may need during play Eogether, 
all of the sections shouldgive you every- 
thug ymi need to complete the quest in 
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^ ^History ofCPfifan and the tMoonsea 3(eaches 

A discourse an JArea and its (ProBlkms 

byjeffijrubb 

Eb most inhaBitants of the lands of the Inner Sea, the Tdoonsea and its 
cities represent the Border Between cmlizatim and BarBarisnu Efie 9doansea 
sits like a great ping straddling the territory Between the ^Mountains cf 
^aasa and the jf^madSteppes, protecting the southern territones from the 
incursions of savage T^rthemers. Do the south of the ^Maonsea lie the dm- 
Bzed lands of Cormyr andSemSm. Eb the north ^ hundreds of square milis 
of cold and unforgiving waste. Jven when the southern kingdoms are them¬ 
selves Besieged By orcish hordes, dragons, and fell monsters, they take com¬ 
fort in the fact that, fts worse around the 'M^aonsea. * 


The iMoonsm are 

dffined by as beiug those lands bor- 
(firirg on the Maonsea and its major con¬ 
tributing rivers. These mryar nvers are the 
Eesh, flowing past the shadowed battle¬ 
ments iffZhentil !K<^pf the 'Wyrnflow, a 
cold stream flowing from the east; the 
Thmthamper, also called the Evenflow, 
bginnijg deep in the. heart cf the Elvtn 
Court and flowing north; and the Parren 
Jjv^ which flows out of the 
Dragonspine 9dountains and into Tklan. 
The Jiver Lis carries the waters from the 
Moonsea. south to the Inner Sea. 

The ibloonsea itself is an odd 
combination of abyssal ckep spots, ship- 
ripping shoals, and rick freshwater reefs. 
Despite this, travel across the Maonsca is 
gmerc^ safej than makjng the journey 
on land, so that most of the major mer¬ 
chant activity is by water. 

This is not to say that the 
jdoonsea is without dangers. E^ile mon 
sters are more infrequent along the 
Moonsea, those that aregenercdly 
more powerful than thexr landed cousins. 


%itgions of the jdoonsea are. recorded as 
being haunted, and there have been 
numerous sghtings cfghost ships. 

THe Ancient City of ‘Vfdan 

Thlan was the first great city of 
the (Moonsea, reaching its peak som 
thousand years ago. In those days, the 
Moonsea was better known the 
EhagonSea, named for the large numbers 
of great Wyrms that inhabited that area 
and the regions to the north. The barren 
%iverwas then called the Stejanow, 
dwarvish word meaning ^Erade %vttte, * 
for it was down this passage the ore- 
laden barges floated, bound for the south. 
‘Early Ehfan was a trading outpost on the. 
north short of the Moonsea, set up to 
facilitate trade between the Elves (f 
Myth Drannor (the most powerful elven 
capital cf the ti7ne)andthe tribes of'Ihar, 
‘llaasa, and the Jide, as wed as the 
Dragonspine- Dwarves. 
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Trade Betufeen. tfie pouferfid 
efc, tlie mBd hmtmnj, and ntercBant- 
dmijves wa^ a^reat success for ad sides. 
Soon Tfdan um the. most powerftdcity 
on the ^doonsca, outskininy its only rival, 
the. Tivea T)oci(s of dlid^ah on the smtk 
coast. 

Mt tfus time, the elves pianted 
the Quivering Torest nmk of city. 

^Jkis copse -was mildJy enchanted, kasten- 
ing tkegrozdng season to produce agreat 
ivoods in the span of a human generation. 
Though the ivoods have keenfeded on a 
mmher of occasions, it has always 
returned to its or^nedfarm, kecoming a 
light woods nhthin two years, a nd a deep 
shadow fdied forest ky the end of a 
man's life. 

The- elves, the legend says, first 
discovered the Tool of ^E^iaace. I ts 
description has varied through the pas' 
s(^e cf the years. iSiany tthse sages have 
declared it a myth and a con-mojts gam- 
kit. The location of the Tool changes from 
tale to tale. Sometimes it is deep in the 
heart of an eternal wood, sometimes on 
an island circled kygreat wyrm, and 
sometimes in the heart cf a huge solitary 
peah^that rises akove all others in the 
Tdagonspine ^Mountains. 

It is said that the poolglows 
with its own energy. Those that approach 
it feel new power within their kones, 
while an unreal melody holds them in a 
rapture. Legends say that the Tools 
power created the (^ivering Jorest and 
caused the Sorcerer's Isle to appear. 

The Tool is said to hringgreat 
power to the worthy, and death mast hor- 
rikle to the unworthy. Some tales say that 
the individualshoidd drinhjt, Bathe in it, 
or throw coins into it and wish. ^There are 
numerous folktales cf the wise fool stum- 


hlingupon the Tool, and gaining won¬ 
drous poTOer or merLting agory end. The 
akilities of the Tool charge accarditg to 
the needs cf the tal^ spinner. In any 
event, a trader or adveftturer who encoun¬ 
ters a sudden uAndfall or great riches is 
said to have 'visited the Tool .' 

Ti^hether the Tool is real or some 
literary invention, the first City qf Thlan 
(also calledMtthaic Thian-) survived in 
peace for many generations cf men. In the 
end, outside influences Brought akout its 
downfall. Settlers B^an to intrude from 
the lands of Cormyr andSemkia into the 
south efthe ^Elven Court. J^t the same, 
time, the keast-men of Thar, which are 
today coded ogres, BegangatheriTig into 
large hordes, ravaging the. countryside. 

Thlan kudt mighty wads and 
withstood a decade of constant invasion. 

I n the end, its fate was sealed ky the elves 
mthdrawir^ within the Court comkined 
^vith the dwawes puding Bachjnto west¬ 
ern reaches cf the TIragonspine 
Mountains. 

Ti^ith its tradirg lifeline cut, 
Thlan fdlinto disrepair. ^4hen the Tlack. 
Jlorde finally demolished- the city walls in 
the fear of the Tusli (llZ 
Tale'Rsckoning), they found little kut an 
empty hush^ The greatness that was 
Ancient Thlan had passed. 


(yreathammer and the dirst 
tt^Sirth. of Tfdan 

Titian retnabted relatively unin- 
hakitedfor the ne^ 5i)0 years. The city's 
position at the mou th of theStojanow did 
mah^ it a usful meeting place for traders. 
Twice durtrg this period a pirate commu¬ 
nity grew on the ruins of Thlmi. The first 
time they were kurttedout ky a navy sail¬ 
ing from Midmaster The second time a 
group known as the ^li§d9lorde, led ky a 
red dragon qfincredkle cge., leveled the 
community, fodowi-ng this aitacki kucca- 
neers never regained their power in the 
Moonsca (though small hands still 
persist). 

'With time, the ckdiz-ations cf 
man moved further north, thegreater 
keasts retreated, and many cities were 
founded on the shores cf the Moonsea. 
fit the Beasts did not retreat far. Tragons 
nested in the. ^agonspine Mountains, 
ogres raicMfrom the great Qrey Land cf 
^^r, ondhorriBle undead things lingered 
in the swamps and irt the passes through 
to 'l/aasa. 

Midsfar retained its elven ties 
and flourished even as Tfdans power was 
deteriorating, growing front a small town 
into a large prosperous city. Thefounda 
tions cf Zhentil andMidnmter 

were laid while Thlan lay in ruins. Small 
towns such as Melvauni, Thentia, and 
Tlmwood were started during this period. 
The inland city offufash, situated atop a 
great menmt that dominates the south¬ 
western ccfrner cf the lake, rose to the 
zenith of its power during this i ime. 

hi 712 TTi the year cf the 
Moons Tears, Milsor the Th^evo, 
foumlerof the ^digevo Tgnasty, jour¬ 
neyed to Thlan to re-estahlish the city as a 


trading outpost. Me was aided in his task, 
ky the 'WizardTlmon and the Triestess 
Akmius ofTyr. 

Milsor, L(imon, and-Alonius 
gathered together interested adventurers 
and cleans^- the city f the evil ores and 
goBlitus that hadm^ it their lair. They 
cleared the- hanks f ihe Stqjanow and 
drove the arch-lich Zanakarfrom the 
Sorcerer's Island in- the center of Lakg 
^dgto. In return for his efforts, ‘J^mon 
was given the Sorcerers Island as his 
home. Mlanius, in turn, was given a wide 
area in the. recoi^ered r^ions of Thlan as a 
tempktoTyr, the god cf justice. 

Ty 750 TMltke temple comple.7(i 
had keen finished. I nils day, was said 
to kc the largest temple of good in the 
entire iffprth. The city as Wed had recov¬ 
ered, and large munkers cf immigrants 
arrived. Some were natives of other 
%foonsea cities seekjjg to makf or e^cT^vtd 
their fortunes in the new lands. Tut oth¬ 
ers arrived as wed, including men of the 
'Dalelands andSemkians, as well as farm¬ 
ers and(u-m£ermen, intent on making the 
region theirhome. 

The newcomers kudt m the 
ruins of the old city, often not checki^ 
what had lay keneath their foundations. 
Some cuTiems souls reported great, tvHst- 
ing passages leading for Beneath the 
earth. LMydning such areas was first dis¬ 
couraged. 11 was later outlawed after a 
party'cf adventumrs freed an extremely 
large keholder. The jiewcamers, led ky 
^a§evo and his heirs, closed off tJk pas¬ 
sages choosbtg to ignore the. past and 
seeking only the future for their city. 
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dalesmen spread up tlie 
StojaTuna diverted the rivers 

ftom and turned the mch^ terrain in to a 
rick kndscape ofjMds and orchards. Hdte 
mack of thefarndands eluded from 
to the dt^ of Tfdan at the 
mouth of the river. Some sa^ the (and was 
so rick because of the pro^ndtij of the 
enchantedQttivering forest. Others 
ascribe the bounty to the vHzardries cf 
^imon. Stid others credit theseri^ ef 
dili^ and (evees that the farmers, aided 
by magicalspeds, used to harness the. 
river itself. 

Idkatever the cause, the kedthy 
harvests of the Stcfmww ^ver yaHey 
provided(Phlan mtk a solidtradir^ base. 
Tor the ne:^ 200 years ^klan was the cen¬ 
ter of trade around the i\{oouseo. [ts 
grains, fruits, and tubers fddd vaults 
from ^dulmaster to Zkentil ^p. It 
appeared that dvikzatwm after a false 
start, had finally made a majorfoothold 
in the lands north of the ihloonsea. 

Suek was not to be the case, for 
the forces of good and toil ebb and flow 
kk^ the shores of the iMoonsea itself. In 
the iSSthyeor ofThkn, (307 ml the 
golden age ended in rust. ^ plant rust, 
which affectedmost of ihefarmlands 
aromidildan, destroyed harvests for the 
ne7(t three, years. Sur^nly the. Maonsea 
reaches were in the grips of a powejful 
famine, relieved at great cost mthship- 
mifttsfrom the south. Hhere was great 
suffering, and other cities, once so mam- 
oredof IPhlan ’sgentle power, were resent^ 
ful that it had failed. 

^Ihe native Thlanars worn resent¬ 
ful as well. Their once good rulers had 
fallen into a sloth and ease in the cen¬ 
times since the rtestahlishmcnt cf the 


city. The Tklfevo blood was said to run 
thm m the (Princes and (Princesses ef 
Phlan. ^Ihey reacted to the plague infest- 
irg the grain by first ignoring it, then set¬ 
ting up committees, finally legislating 
it out of e^dstence. Only when the tnc^ni- 
tude of the problem became dear, did they 
act. %vm fhen they faikd their people, 
overreacting to the point of placing a ban 
on ad shipments out of the city, s^ng to 
h^ep what supplies were bftfor the 
native population. 

The other cities, alreac^ angry 
with Phlan firr its rising prices in the face 
of the plague, rebelled (gainst this new 
measure Tdetsfrom (Mulmaster and 
iMUlsfarb^an to raid cargos destined for 
the city. Srm^lers operated out of the 
Twilght (March andStormy Pay despite 
affk^attempts to enforce the ban on 
shipments. 

large land force equipped with 
siege machinery set out from Z^ntil T^p 
toward Phlan. The force encamped at 
Stormy Pay while the ruling heads of 
Phlan n^otiated to spare the city. In the 
end, the (Keeperforce was turned bacli 
through a massive payment to their lead¬ 
ers. These leaders were the first appear¬ 
ance inf^tlan recordcf the Zhentmim, 
which would increase in power over the 
nerr 30Q years. 

Thiring this activity, (Rimon, 
now old in the ways that ordy wizards 
tan be old, disappeared from his rocky 
abode. %hat Became of (Rimon is 
unknown, for the rulers of Phlan had not 
sought his council for a generation. Some 
say he became a kch himself, usiig the 
methods (kscovered by Zcinakgr. Others 
say that he sacrificed himself in Battle an 
a far-distant pkne in order to save the 
lands of Phlan. Still others state that he 
hadfoujid the Pool cf Kodmnee and 


S 


became a great and pou^erful being in 
some other part of the Realms. Most like¬ 
ly (Rimon merely fed prey to the ^ects of 
old age as all monad do. likatever the 
cause, (Rimort was never seen again in the 
(Ri^lms, and his citadd became a haunted, 
abandoned ruin within a decade. 

The Tt^mine cf the- ^I^PlanU 
passed after three seasons, and an abm- 
dmt harvest returned to Phlan. Put the 
harvests were Tjever to be as great 
before, nor the fruit from the orchards as 
sweet. Pi^katever magk, true or imagined, 
that had reestablished Phlan passed. The 
city Began to Become gray and ordinary, 
dsing power to the (keepers and the men 
of Midnmster. Tbegolden age was over. 

The Ph^evo Princes, their blood 
thin indeed, continued far another centu¬ 
ry. The century v/as filled with petty 
wars Between the various city-states. 9lp 
longer the leadirg ci ty of the (Moonsea, 
Phlan battled with its rival more often. 
Piracy, or rather privateenrg, was on the 
rise, a situation that continues to this day 
among the city-states. 

(Phlan was wracksd by interior 
torments as wed. The people of the city 
were wed aware- of their loss cf power 
and prestige, farms north of Phlan were 
now Being abandoned. Parkjhadowfs 
btrkpd Between the massive trunks {f the 
trees in the Quivering forest. J4n. attempt 
to dear a path through that growth in 
1023 PKRjesulted iit the death cf the last 
surviving Qreat 3^nce of the Va^evo 
family. 

The death cf the §reat Prince 
resulted in a three-year civil war within 
the city, as various factions supported 
different candidates to take the mantle, cf 
the (freat (Prince. Md candidates'claims 
upon the royal Blood were questionaBle 


and every faction sought to control 
Phhns future through placing their 
choke on the throne. Phtring this time, the 
great temple of Tyr was looted and 
burned, davirg only a great blackened 
shed. Many cf the leading merchan t f ami- 
kesfled to other ckmes. 

In the end, the last survivor was 
a young noBk supported by agroup of 
powerful merchants. They created the 
first Counedcf Pfdan to act as regents for 
the youth. The Council spoiled the ckiM, 
who grew into a spoiled mm who was 
unaBk and unwilling to iak$ the veins of 
power. (He died without issue forty years 
later, and- the Council has ruled ever since. 


'The TaU of TfVan 

The last 300 years cf Phlan have 
been a continual retreat from the great¬ 
ness that once was. Sjnfder rural- towns 
were abandoned in the face of increasing 
evil to the- north. Sorcerer s Isle was said 
to be inh-obited again By fell powers. The 
city fed Backiupon that which it did so 
wm so long ago: trading. /1 began to 
serve again as the middleman Between the 
new poweful Ofgrthern tribes and the 
established nations of the South, far a 
short time, about a humdedyears ago, the 
awfid tide of retreat seemed to be halted 
and the city was on its way to becoming a 
prosperous trading town once more. 

fet dark^tfungs continued to 
lurkion the borders of Phlan. Sorcerers 
Isknd was said to ^ inhabited by 
Tdrash, an evil mage who was said to be 
seeking Rimons pim/er, the J4rth-Lich's 
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moffic, tHe (Pool^ of ^Jisdiancet or a(£ tkrtc^ 
greatly diminished^Dwawert 9fytums 
of'Dragonspine reportedgreM hordes rf 
ores and ogres attac^r^ their dtadeh 
and their Barge trade came to a ampkte 
halt. SnuM tomns and hamlets were raid- 
td andhnrmdurith increasing regularity^ 
sending refugees to Thlm seeing passage 
to safer lands. 

'Jhert disaster struef(. Riders 
from the north, aided By dragons and 
other dangtrotis creatures, poured dozm 
out of the rwrthiands^ dhe Quiverir^ 
forest was Brmiedin a massive fire that 
dominated the sl(gfor a montfi 
"Monstrous hordes containing every irnag- 
inaB(e creature ma rched with horrifying 
precision toward the city. 

^Ihe Council deBated, argued, 
and deBatedagain while the hordes drew 
nearer, muck as the last ^a§evo frinces 
didin their h?ng agofody. finally, they 
chose to fight. But were overwhdmed By 
the forces of ore and dragon. Thlan 
Burned and fell to the forces of evil, who 
(ooted and pillaged- that which remained. 

^e last remnants of the Council 
stood their ground, trying to evaemte as 
many citizens as possiBk. Of the canned 
me-mhers, the Last l^est of fyr, ferran 
Martirwz, held the last garrison, Sokol 
J(eep, which stood at the mouth of the 
^Barren fiver. It is said that ferran 
placed a terriSle curse upon the ^K^p to 
prevent anyone from taking it. 

In the. end, even the waters of 
theStqanow river turnedpoisanaus and 
murky, and the river toofm present 
name, the Barren, fhe rich farmlands of 
the Stc^arww fiver Valley were laid 
waste and Became known as the Scoured 
Lands. 


‘The ‘Hsemer^ence of TMatt 

^Ihat should have Been the end of 
Thlans story, But it Is not so. Men 
rememBer the tales of Va§evo, who 
Brought the first city of Thhn Backfrom 
its mins. J^dven turers, srm^krs, and 
small traders visited the region and 
Brought Back^tales offhlan under control 
of its evil masters. Many of the Buildings 
were Burned, But many others were 
spared. ^Ihe shed of the temple qffyr had 
Been reBuilt, dedicated to some ^rker, 
more evil god. Zhentarim spies and agents 
oj darfVaasan noBksrmt andplarmedin 
Thldrij and the riches cf the eges still sur¬ 
vived for those who sought to look, 

In time, more modest men 
returned to Thlan to vcBuild her. A stock: 
aded community rose from among the ruB- 
Bk of the past glories. Lhese men intended 
to engage in t^ same, profession as those 
Bef jre them, far Thlan still occupied a 
prime positimfor tra£ng on the 
Moonsea. Mowever, until the city was 
ckaml, the Barren fiver made ckan, and 
the competing city^states pacified, Thlan 
was hk^ly to stay in impoverished ruins. 

Two years ago, in the fear cf the 
Worm, two thirgs happened that would- 
mean a change ofThhn'sfuture, first 
was the flight ^ the ^Dragons that 
swgtd through the northern regions of the 
lands of the Inner Sea, Thie to a cause 
unknown, great wyrms come down from 
the far Jtorih destroying all in their path. 
These are not the rare, opportunistic drag¬ 
ons seeking alliance with humanoid 
triBes, But rather huge waves of angry 
scaled monsters, Bringing destruction 
where they travel. 

Many of the Moonsea and 
'Daktowns suffered great destruction in 


t^^£ Battles that followed. T^dash was 
utterly ruined By the attack, andUCillsfar 
wasgreatly damaged. ^Ihe most telling 
Blow was delivered By the Body cf a great 
dragon that fell into the 3{illsfaT ImrBor, 
Blocking that entrance for a month. 

Muck of Thlan was also 
smashed into a smoking ruin By these 
Beasts. Strangely, it worked in the favor 
of those me n who lived there. Most of the 
damage was takg^n in the already mined 
section of the city, where various evil 
warlonds vied for control and rkkes, The 
attacfcf the- dragons Broke their power, 
creatirg a vacuum in the con trol cf the 
city andgiving the men of Thlan a chance 
to re estaBlish themselves and their homes. 

fet this would Ttot occur u-fiid 
out leaders, and the reappearance of the 
Council of Thlan was the second great 
thirg to occur in the city. ‘Descendents of 
the last Council still survived all the tur¬ 
moil that hod occurred, and many families 
wished to return to the land. These lead¬ 
ers were no great rruges or wondrous 
fighters, Bat traders, merchants, andekr- 
ics. 'Ikeir leaders, who re^rmin to this day, 
were the shrewd arid powerful trader 
Uliick Therkavd, the retired mercenary 
captain 3\^erner Von H.irslingen, and the 
Bishop of Braccio of Tyr. They have Been 
joined By their junior meniBer, Torpkyrys 
of the ancient Mouse Cadorna. 

Together the courtcil has pro¬ 
posed e^tly that which Valjevo Occam' 
plishedso lotg ago, clearing the city By 
means of reemited adventurers. ^Ihe 
promise ofgreat treasure and the myth of 
the Tool of 3(adiance provided adventur¬ 
ers with an irresu:taBk draw. The Council 
puBlishednotices and paid traveling Bards 
to make sure that the story cf Thlan's 
7vaiting riches was distriButed all around 
the Moonsea and Beyond. 


‘Ffiian Todaij 

The city cf Thlan, Built on ruins 
upon nuns, is a city at war. 11 is divided 
Between the human fortes of the Council, 
and those eihlforces that hold agreat deal 
of the city under their sway. 

"The human territories of Thlan 
are nestled Behind a strong stockade cf 
stone quarried from the ruins and trees 
lumB^edfrom the Quivering forest. 
suBstantial city-guard patrols the open- 
irgs in the- wads at all furors, always 
ready to repel any attacks Ig the old city's 
evilinhaBitants. 

The Buddirgs of reBuilt Thlan 
are sturdy and utilitarian, uHth liuk cf 
the splendor of the ancient past. ‘The glo¬ 
ries of the past shine through in an 
ancient column now used to support a 
staBks wooden roof or a faded fresco 
overkeking an adventurers taproom. The 
past is always vdt-h the inhaBitants cf 
Thlan, reminding them cf what once was 
and could yet Be again. 

The. natives of Thktn are a mi:^d 
group, including descendenis if the fami¬ 
lies of Va^evos day and returne.es who 
seek_to reclaim lands and treasure lost to 
the drtgon honk fifty years ago. The city 
is alsofillcdwith adventurers seeking 
new fortunes and traders hoping to 
rustaBlish tlm old trading lines. 

and othergemrcdly evil 
humanoids are viewed with alarm within 
the city, though evil h untans come and go 
unmolested with the ships. 11 is said that 
spies from the other cities of the Moonsea 
make r^lar calls uhth the ships, oversee- 











tft& progress ef tk^ Council in reestaB- 
dsiung tkc city* If the Council is *T00 
successful, some say, then saSotoge may 
6t in order to prevent Thdanfrom return¬ 
ing to its foTTuer pcnoer 

^Ihe Bands Beyond the civiBied 
stockgde are rvild mins cmtroUed by 
•whatever (ocalfaction or tribe holds that 
piece of (and. Control Basis only as long os 
the reach of claw or sword. 9et^ Sar^ 
of ores, goblins, and men vie for power, 
some led hy more sinister monsters. 


Much of Oddans minedgreat¬ 
ness can befourd in the Old City* Idie 
main sghts include: the forgotten rich^ 
of the werdthy old nobles houses; TodoC 
^laza, the center of the old trading dis- 
trictj and the Old temple, now dedicated 
to the darfgod^ne. ^a§evo Castle has 
been r^ortfied and is being used as a 
headquarters for one factum leader or 
another. 

Thlan remains noWj as it has 
ever been, a city with the greatest of 
potential. In the cycles cf iU rise and fad, 
legends have arisen b^ort* In engineering 
O^w Mdans renaissa^tce, new Blends are 
sure to emerge. 
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The Titian Area Testiary 

Idus is a list of some of the mmsttrs found in and anmid Tftlan and the 
north shore (f the iMoonsea. 9dost monsters can stride fear into the hearts 
of meftf But some are more pau/erfid than others* Hhe monsters reputation is 
reflected in its monster kvelj listed as a ^Ilpman numeral after its name. 
Level I monsters art less powerful than a wed equipped Seginnug fighter, 
fl Level tmmtermag Be more powerful than several heroes* 


MnhJ^eh^ (^1): Large burrowing insects 
with great mandibles. *Ihesc creatures 
have been hgown to spit a powerful acid. 

^asilisfl^IJj: J^giant eight-legged 
lizard* One of the most dangerous crea¬ 
tures in the realms because theirgaze can 
turn creatures to sumei 

bugbear (1^): dlideous giani sized gob 
tins who stand over seven feet in height. 
^Btgbears (oolicltmisy but are strong, 
qukfjighters with great stcaltL 

Centaur Lhese good creatures art 

half men and half horse. Lkey are capable 
fighters and can be valuable allies. 

displacer Beast (llj): Lhese creatures are 
large, blacfpumadilrf creatures with two 
tentacles sprouting front their baefi^s. 
^Ihese creatures can appear several feet 
from their actual location* 

Drider (Vl): ^Jhese creatures resemble a 
cross between a draw elf and a giant spi¬ 
der. Lhey art powerful spell capers. 

Lfvetti (Vll): Lhese large powerful jinn 
are from the elemental plane of fire. ^Ihey 
am very arregant and will only serve a 
powerful master 


Trttin l^ll); These creatures (oohjil:^ 
giant two-headed ores. They have great 
strength and usually wield two spik^ 
clubs that inflict tmibk damage iVt com¬ 
bat. 

fim Qiant (VlU}: 'These evilgiants ha ve 
flaming red hair and arc immune to ad 
fire. 'They usually attaeh^zvithgiant two- 
handed swords. 

Qiant frog (HI): These are giant carnivo 
rous frogs. They are fast, dangerous preda^ 
tors who may be poisonous. 

rfiant Lizard (111): These are the giant 
cousins to the common lizard. 

^iant Mantis (llH): These are the giant 
ifersion of the common mantis. These crea¬ 
tures are fast, strong, and have good 
armor. 

Qiant Scorpion (111): These art the giant 
z^ersion cf the common scorpion. / 15 poi 
sonous tad cm hid a man. 

^iant SJtafe (llj: These aregimt poi¬ 
sonous sna^. 

^hoid (lU): These are evil undead whose 
toiu:h may paralyze a man in combat. 
They feed on corpses and attacliall living 
creatures on sight. 
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Qnolf (I I_h crratures are fiyenu- 
fieoikd hutrmnoids 'wfu^ stand mer soJtn 
fmt toU. 

QoUin (i): ^Ikese are smdl kamnnaids 
common in the %^ms^ 

9filf Qiani (^ll): 'Jhest ore om of the 
snudter, more stujddgiantsf hut theij ore- 
stdl tough opponents. They usuaify carry 
faigt duhs. 

'Xippogiiff (111): ^Ihesz magnificent crea¬ 
tures have ihefordimhs and head of an 
eag(e and the body and hind (egs of a 
horst. 

‘MohgoBlin (II): ^ese are human-sieed, 
intelligent relatives of thegahlin, 

%oBo{d (Ij: ^Ihese art smadf cowardly 
humanoids who delight in killing 
and torture. 

Lizardman (III): ^Ihese are lizard-lik§ 
hujnarwids. ‘They are omnivorous hut they 
have a particuhr fancy for human flesh. 

iAledusa (Vl): ^Tkest art hideous women 
uHth snakes for hain ^Ihey can turn a man 
to stone with their gaze. 

I^linotaur fV//: ^Ihese are strong Bud¬ 
headed humanoids. ^e.y are cruel num 
eatersj commoJtlyfound in mazes. 


Mummy (^II): ^ese are powerfd 
uruiead with great strergtd ^Ihe mere 
sight of one has Been kitowtt to paralyze a 
man in comhat. ^Jhe touch of the mummy 
causes a strarge rottitg ddease. 

^?\^fmph (^): 'These are e^treme^ Beautiful 
creatures that appear as e:ver-young 
females. usually inhahit wild (cd;^ 
and streams. 

Ogre (IV): Uhese we Barge, foul-tempered, 
ugBy humanoids. ''Ihcy are strong fighters. 

One (I): Idiese are evil pig faced 
humanoids. 

Those Spider (l/i): These are giant poi¬ 
sonous spiders with the ahility to phase in 
and out of this dimension. Ilsuady they 
only "phase in to attaclQ then "phase out" 
again. 

Oyklfing (I^): 'These anesmad,fast-mov- 
ing creatures. 'Because cf ihdrgreat speed 
they are invisiBIe when they move. 

Skgleton (I): 'These are the least of the 
undtad. These animatedsk^tons are 
usuady controded hy some eiHlforce. 

Spectre (^II): These are one of the mast 
powerful (fi the undead. Thdr touch can 
drain the hfe out of men. 

Stige (li): These are smad, Biood-sucki^g 
Birds. 

Thri-kpeen (l/I): 'These are intelligent, car¬ 
nivorous insect men who (ive in Bitrrows. 
They have four arms and a poisonous Bite 
that paralyzes their foes. 
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Tiger (T): These am noBIe Beasts who are 
Both strorg andsidnt. Thofgh their nor¬ 
mal prey are animals, they have Been 
known to Become "man-eatersl 

Trod (1^1): 'These are large, strong, ugly 
humanoids. They kitaw no fear andean 
regenerate wounds. 

*Vhmpire (1^111): These are one of the most 
dreaded undead in the 3^alm. They can 
drain (fie levels, are strong fighters, and 
art sometimes powerftdmagic users. 

Ukrdog (III): These art large, strong 
dogs, trained to kill- Ores, goBlins, and 
other evil humanoids are kl^^^ wn to 
use them. 

Wight (1/1): 'Evd, undead humans whose 
touch can drain the fife ou t of a man. 


WUdBoar (II/): These creatures are the 
wild relatives cf the pig. 

Wraith (1/!): These creatures art mn^cor- 
portal undead. Their touch can drain the 
life out cf a man. 

Wyvern (1/11): These creatmes art distant 
relatives of dragons. They attack^By Biting 
and and using the poisonows sting in 
their tail. 

ZomBk (11/): Mcgkally artimaiedcorpses 
controlled By an evil force. Zomhies 
always fght Back^untd destroyed or 
turned. 
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!ProclamMions of The City Councif 
of 9feu> ^hixin 

messoges art posttd m t/k wad cf tfie City 9{all. rtpmmi mes¬ 

sages that the City Council wants to u(ait to citizens and adventurers 
in 9<{ew Tfdan. 14^n you go to City ^aU tHe game wdl refer to the posted 
vroclarmtims By number. ‘EachproctamaiUm Begins with: 


from the City Council of^{^wTfdan 


Troctamation LIX 

-Be it knctvn that the council is 
inttrested in itciaiming the remaining 
Blocks of the citi^ of 9{eu^ Thim. 
recium said Blocks they must be. first 
cleared of monsters, aermin^ and other 
uncivilized inhuBitants. lb this end the 
council is offering a vmard to any person 
or group roho is responsible for clearing 
any Blochqf the oidcity. 

Acclamation LXI^ 

ft knoton that the council is 
interested in acqtdring information as to 
the disposition of various formerly diving 
entities rumored to be harassing honest 
citizens in the vicinity cf %blhigen 
graveyard. M reivardis qffenedto any 
person who shad travel to said graveyard 
and return an eye-%vitness account. 

Aoclamation LXX^III 

^e it kgown that the coumilis 
offering a reward to any person or persons 
who can provide information as to the 
disposition of several council agents who 
have been sent to investigate the unseemly 
happenings in the vicinity cf ^alhigen 
graveyard. 


to all Brave and hmrty adventurers: 


Aoclamatian Cl 

Se ft known that the council, 
knorifing that commertc is the hfes Blood 
(f 9<lew Thhn, has decreed that Sokol 
^eep is to Be cleared cf all unlawful 
irdvabitants. ^ reward is offered to the 
person or persons who succesffudy carry 
out this commisshn. interested in 

applying far said commission shad present 
themselves to the cdrk^cf the council. 

Aoclamaiion CIX 

^Be it known that the council is 
offering an inducement to any individual 
who shall serve in the rescue force for the 
mercenary Band of Ibimalg-the dnvincibk 
which has duappeaved inside Volhigen 
graveyard. 

Broclamatian 

Be It known that the council is 
seeking a stalwun Band to umkrtak^ a 
mission of porticulaT sensitivity, l^rty 
brave and clever Band of adventure seek: 
ers who are not adverse to earnirg a large 
reward should present tfmnselves to the 
couned clerk for a special comntissiort. 
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Aoclamation CXIl^ 

Be it kpown that the council is 
offering a special reward for the safe 
nftE^rrt of the heir to the Vlouse cf Bivant. 
Said minor was carried off during a Buc¬ 
caneer attack^on the merchant ship in 
which he was sading. ^pply to the coun¬ 
cil clerk for the councils commission and 
additional information us to the 
aBduction. 

Aoclamation CXX 

Be it known that the council has 
decreed that the threat cf the pirates who 
plague tastern shipping t£i 9^w Thlan 
wSl Be eliminated^ *Ihe couned offers a 
generous rerVardfar the e?(act locatwn cf 
the pirates strorgholdin the Bwilight 
9daTsk. M.n even greater reward is offered 
far the elimination of the pirates as a 
threat to shipping. Apply to the council 
ckrkfor a commissim. 

Aoefamatian CXX^I 

Be it kyaWfi that the council is 
offering a reward for all Books and tomes 
containing information aBout the fad cf 
Bhlan. dhe amount cf said reward to be 
dependent upon the value of the informa¬ 
tion provided. 

Aoclamatton CXXIX 

Be if kyown that the council has 
decreed that the foul poisoning cf the 
river formerly known as Sttyanow is to Be 
Brought to an eftd. ^cordrgly, a reward 
if effered to any group which shad travel 
up the river currently known as Barren, 
locate the source of its poisoning, and 
eliminate said source. ^ commission may 
Be obtained from the. couned derk* 


BwclamatjonCXXXlV 

Be it known that the council has 
declared those individuals who have 
taken up residence in the mansion of the 
former 9Q}val family to Be traitors and 
thieves. Be it further known that a 
reward has Been offered for the tlimina’ 
tion of these outlaws. A commission tiJ 
rid city of this Uight may be obtained 

from the council derk^ 

proclamation CLlV 

Be it known that the council has 
proclaimed a generous Bounty for each 
undead kided. Be it also known that in 
addition to said boun ty, the council is 
williig to providie a special enchanted 
item, usffalin the ckstruction cf undead, 
to any group cf adventurers which 
accepts the commission to deanse 
"Ualhigen graveyard. lApply to the city 
derkjor said commission. 

Proclamation COyt 

Be it known that the council is 
seeking a hearty band to undertake a mis¬ 
sion to rescue the Bluehess of ^dvaunt. 
Ike duchess is supposedly Bcirg held by a 
bandtf ogres in a camp to the northeast 
of Phlan. M generous reward is offered for 
the safe return cf the duehess..^pply to 
the council cferkfor commission and addi¬ 
tional inf cfrmation concerning the 
aBduction. 

Aoefamation CUCX 

Be it known that the council is 
interested in obtaining information con- 
cernirg bands cf insect men knoum to 
plague the grassy planes to the west cf 
iJfew Thlan. Said insect men are a hazard 
to transportation to and from Zhe-ntd 
%^p. reward i? offered to any person or 

persons who return with complete infor- 
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mation on the locaiionf disposilionf and 
mUntiims of the insect men. ^ppfy to the 
council clerkjor a cotnmisswn. 

^^ociamation CXC 

3e it fnotm that the cmneil is 
interested in oStaimn^ infonmtiojt aSout 
the disposition of z^anons hohgoSfins 
heUev^ to he^atherin^ in support of 
forces 6ent upon the destruction cf our 
fair city. generous remtrdc^ered to 
any toho sh^ scout out the doings of 
these foul creatures and report such to the 
council. lajjyer re'ward is c^ered if the 
marshadin^ cf said haSjoShns can $c pre- 
z/ented. ^ canmission may he oBtained 
from the council cferji^ 

(Proddnuitwn CO 

^ it hnoa^n that the council is 
interested in c(earin£ oBstacles to estah 
d^hiny a trade route to the east. Said 
oBstacies currently include an infestation 
of lizard men in the szmmps to the east, 
k Tezoaid is offered to any who can locate 
the source cf the infestation andremcmc 
the lizard men as an oBstack to trade, 
commission may Be oBtained from the 
council derh.^ 


HhodamatioTt CCIV 

*Be it fmmm that the oowicil is 
interested in oBtainin^ information aBout 
the dsposition of various kpBolds current- 
ly Believed to Be gathering in support of 
forces aimed on the destructian of our fair 
city. generous reuard is offered to any 
ufho shad scout out the doings of these 
foul creatures andmpart such to the coun¬ 
cil. A larger rezoanl is offered if the mar- 
shdling of said hpBolds can Be prevented. 
A commission may Be oBtaimdfrom the 
couned clerks 

Troclamation CCXIV 

IBe it hnoam. that the council is 
intejtstedin oBtaining information aBout 
the disposition of a large nomad Band cur¬ 
rently Believed scouting the approaches to 
our fair city. A generous r?.roanl is offered 
any ivho can prevent said nomads from 
foinirg vhth the force noiv gatheriig to 
attackJJfetv dfilan. A commission may Be 
oBtained from the council cler^ 


four naf "Entries 

Tftese mtriss include items wftkfi the adventurers m^ht copy orjde in their 
journal as they travel. 'During the game these entries are referred to By 
numBer. When the game refers to a journal entry read the specific entry and 
place a chechpuiTlt in the margin to keep track.af •urhkh entries have come 
up in the game. Do not read ahead to otherjourrud entries; same entries are 
false and may lead your adventurers astray. 


journal Dntry 1: 

A loud voice coming from a magk 
mouth cast on a stone taBlet. 

7 mt Ifarash the Sorcerer! 

'IBe hnotvn that for every living giant 
bisect you rttum to Sorcerer's Island / 
roidpay a generous Bounty, includng a 
wapon empowered By magic. I tvidpay 
for giant insects such as thri-kreenj giant 
mantis, andanhhfeg. ^Ihe. may Be 
Bound By ma^c But dead insects artffno 
use to me. 

^^ring any Bodies to the northern river 
mouth on Lah$ 9luto. Call the name of 
'farash* loudly three times and 1 shall 
come. d}o not cad unless you have some¬ 
thing for me. I shad Be very angry if I am 
dkturBed’unihoui cause! 

7 am ^arash the Sorc^erl 

fauTmC Entry 2: 

Eold in a painful ^whisper 

7 never dhedpain. Let mego an' I'd 
tedya of the Uphold treasure horde. We 
attaclipdagoldshipment once " toofiit 
By surprise, thirty times my weight 
gold pieces were talim. We Igew if we 
were raided wed B^se the stuff in the trea¬ 
sure room. So we hid it Behind a secret 
door in the warrens - that 's zvhere we 
hpep the womenfolk "Ihey tossed me in 
here ta die, so it don't do no harm ta ted 
ye. find it andgaodriddancel 


jmimalEntry 3: 

An old leather-Bound Boohu written 
with a smadjfirm hand. 

^Ehe hordes came igain last night. 

'I&ir coordination was frightening. 

^nder the cover of darkness, goBhns and 
hpBolds pushed Bundles cf sticky to with¬ 
in Bow range. Ehese Bundles formed a 
wad that protected the smad ones from 
our archers. Once the wad was erected ort 
archers toofup safe positions there and 
B^n pelting the castle wads zvith 
arrows. 

tried shooting flaming arrows at 
the wad ofSticks to set it afire, ^^(onste^s 
are normal^ afraid (f fire. IBut these 
monsters sh^ed no fear. 7^ simply 
scooped dirt m the flames ta put them 
out. ^Before ad the fires were out they had 
r&sumedfiring at us. Surely, some unnatu 
ralforce miist have Been at worfto weld 
these quarlsome Beasts into an organized 
fighting force. 

7 do not kgow if we can combat the 
monsters onslatght much longer. We lost 
12 THore men last night. The monsters 
seem to have art unlimited number of rein- 
forcements. The Last !Brkst of Tyr, 
ferrann Martinez, says he has a way to 
protect the keep, hut m says that its so 
teniBk that it may only Be used as a last 
resort. Unless we receive reinforcements 
shortly, ferran Martinez our only hope .' 
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Jcnimal'Entry 4: 

^ Tou^hiy drajm ciotft nuip. 



Journal Tntry 5: 

^ snmiipkce of pardment folded into 
the spine of a family's holy Boohs 

'nJiefantUy treasures are Buried in the 
tunnel: Beneath JQito's "Wed. CUntB down 
the wdl and search for a secret passo 0 e. 

In the passage thm is a dangerous trap. 
Search the 'Wails until you find the (ever 
to disarm the trap. Then proceed through 
the passage into an at^acent chamBer. The 
treasures are Buried in. the southwest 
corner.* 

JimmalTjttry 6: 

M (lukhly scratched note. 

*Show the ^Boss 's Seal to the thri-hreen 
guards. (Be carful, they are wary of out¬ 


siders. %e^p your hands away from your 
weapons m matter what th^ do, 

*With the seal you shoiddgain safe 
passage in to see the Queen, She willgive 
you the artifacts in e^hat\gefar the seal 
and the treaty. d>o not do anything to get 
her mad, the Btigs would just as soon 
you as (ooh^at you. Once you have the 
artifacts, get out of the stinking Burrow 
and get Bachjo the castle.* 

Jmmtd^ntry 7 : 

tightly Bound scroll, seemingly 
immune to the ravages of time. 

* (fountains attd pools hold great power 
that can only Be reached By performing 
proper ceremonies. 9dost siue cf these is 
immersion, for in this way the Bather sur¬ 
renders himself ta the spirit cf the wat^. 
That spirit, or some portion of it, enters 
into the Bather, whereBy he gains great 
powers. "Woe to the weak^irfHedwhose 
spirits are ssire to Be consumed By spirits 
that put even the strong at great lish, 
(fura;^ holds that the (fall cf l^ce are 
greatest of all these. Borden writes that 
the Bool cf ^dance is greater stidl 

Later in the Book, 

*Tlaces cf magical power are not neces¬ 
sarily tied to one physical location. Bower 
eften motfesfram plane to plane along the 
path of least resistance. The termination 
cf the path determines the place's location 
on this plane, ^olatde upheaval Between 
the planes may lead to a change in the 
path of least resistance. This can change 


S^mnturerfs note: Legend far all maps.,. 


■ J'Eu'fljnp 


/Vv 51 Olfauntaint 

rO =9{m 

ii/ilh cave 


’*'^1.1' * tand 
knd 



F= ^mvel rvute 
jijl =7k^et 
(Forest 
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where the path terminates on this plane, 
thus moving the place of power. 

who 'uheldstrong supernatural 
forces con Bend the path an engineer 

dammng a river, lichen the path is Bent, 
it can terminate in a new location, mov¬ 
ing the place of power on this plane, if 
the supernatural force that Bent the path 
is removed, the path will snap Backto its 
original form and the place rf power will 
return to its original location. Such 
disruptioncan have violent and 
unpjedktaBle results, 

"Thus, inter pltnaT upheaval utuI 
directed supernatural forces may hold the 
answer to the seemirg^ ever-changing 
location of placts of power, suck as the 
Toolof'Kgdiance.' 

Journal Lntry 8: 

M rugged popular account of the 
northern lands. 

Ten days ride north of the Varm is a 
Barren and dead country coded the Lee- 
wai, land-in-pain or land-qf-causcd-pain. 
further to the south this place if known 
as the TortxtredLand. It I said to Be an 
evdplace, shunned By the Ifiders. ^Ihey 
speaffhttle of thl land. But, yearly, dur¬ 
ing Ches, th^ make a trip into its heart. 
There they go to praise the spirit cf a 
glonnng spring. This they have done for 
ages and so sfudl they do for years to 
come.* 

Jmma(7Eniry9: 

Several pieces of paper with highly 
organized writing. 

(fact: Joran ^Berach is a special 
envoy, from Zhentil (Keep, to the City 
Council cf Kjw Thlan. 

Strong (kumor: (Here to negotiate a mil¬ 
itary assistance egreement Between 
Zhmtd Keep and (H^W (Phlan. 


Kpmor: ZLientil K^P wants an 
ancient powerful artifact in return for 
their miUtary cooperation. 

(fpmor: The Thlan City Couruil 
has such an artifact that wasfourulin 
the mins of a recent^ reclaimed Budding, 
^ague Tpmor: Joran MBerach wants 
the artifact for himself not for the rulers 
(f Zhentil ^p. 

JourmdLntry 10: 

crude map scratched onto an old 
piece cf parchment. 

SAP 'nfINLGia 




JoumalTntry ll: 

SI mangled page <ffine paper with 
entries written in a very fine hand. 

*(He is livid cdout the undcad coming 
out of Mdhingen graveyard. Three times 
(He has sent assault groups, three times 
Twne- have returTied. (He dares not send 
any cf the priests of (Bam to clear the 
graveyard, fie assumes that if a priest 
could wrest control cf the. undead from 
their current master, that the priest would 
then Become a threat to (His power. 

7 suggested that if we could neutral 
ize the power that leads the undead, that 
we could then use the undead as a tool 
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He thoitgkt on i£u atuC then ordered me 
to find out who or ijoknt is in controf in 
^alhingen (^rnvcoard. ^^rdirmnan^ inves¬ 
tigation shozvs that tfw gravegard is con- 
mded % a Bdng of great gowtr, perkaps 
a mmpirt or a demon^ I skad e^ndu 
feuf scouts and iouf ievd priests to find 
out more information, * 

youmaf'Entry 12: 

Message scratched into the wad over 
the poaC 

beware the ponfer of the pooC 
dfeath to those unworthy of the 
gifts cf the poof, 

^ower to those who wiU use the 
gifu cf the poof wisely, 

3athe in the poof if you dare^ 

Journal Entry 13: 

flowery note written on stationary 
tmShizoned with the symhof cf the City 
Counc if ofHew Tftfan, 

"With the artifact and agreement in 
this pouch we have made our final conces¬ 
sions to your demands. have given 

yon everything yon have ash^far^ Ehis 
should settle our differences and cement 
our odiance 

"Hgw that we have delivered our part 
of the hagain we wid e^^pect you to 
uphold your end. Use this protected pouch 
and our representatives to deliver your 
part of the hargain to the city couned 
^memher to include ad of the magical 
items we agreed upon, 

*^\th the Buried riches in the 
reclaimedEhlaut and the might of Zhmiil 
H^ep we vAd he ahk to control udff the 
northern shoves of the Odoonseal 
Signed 

Eorphyrys Cadorna 
City Council 
H^wEfdan 


JaumalEntry 14: 

Severalpieces of paper with highly 
organized writing. 

fact: Eorphyrys Cadorna is the last 
hpown surviving memher (f the Cadorna 
Clan. 

Strong risirg star in city pod 

tics and on the City Council. 

3^mor: very charmingf has many 
admirerSi hut no kgowti matt. 

vindktivtf hhts to get his own 
way andrememhers when he is (in his 
mind) dauhk crossed. 

fact: has contacted thieves to have 
them gain him information on the fool of 
Xgdiance, 

fact: has hired a numBer of mercenar¬ 
ies through the thieves (we received our 
normal cut). 

1 /ague iRmwr: is using mertenarks to 
find fool of %gdiance. 


JoumalEntTylf: 

A clean map idawn with t^^aci lines. 



JourrudEntry 16: 

fold in a proud, hatghty voice, 
f am a princess cf a triBe of nomads to 
the northwest. My father is an old fool 
He wanted rrte to many Hing Al ^^idj 
to cement an alHance. / had more impar 


IS 


tout tJuTtgs to do, than he tied tkmm to an 
aging monarch* ^ilten / marry, it shall Be 
to sorneone who has the same taste of 
adven ture and the same skfl with a 
sword* 

'Wed, father was insistent and his 
su^ects supported him, so / Ifft to seeli 
my fortune. fgBolds had Been raidirg our 
tents upon occasion, so I headed this way. 
if I could end the threat, then Id have 
jTKjre levertge with my triBe* However, 
two nights ago, / was amBushedBy these 
worms ' - hiwch?d out and Bound up, / 
firudlygot mysdf untied a Utile while ago 
and was wording my way out of these 
caves, when you showed up. ^ 

Jotimal Entry 17: 

A quic^note on an often usedpiece of 
paper. 

*1 must find some hardy adks in case 
this monster from Efdatt seruk his troops 
to attaclimy island. / need a small, intd- 
ligmt party who can move through the 
civilized areas without notice, But who 
have the s^id to traverse the uncivihzed 
areas and the wilderness* / must watch 
the ne?(tgroups to come to the lah^ and 
see if any would rmh^ proper allies .' 

Journal Entry IS: 

A ratty ^ece of parchment with lage 
writing on one side. 

Hold the Sohgl H^p on fhorn Island 
at ad costs. If attach, sacrifice your 
troops as necessary to hold out until 
relieved. 

*ln your deployment set two squads of 
hoBgoBlins to patrolHiorn Island at all 
times* At least 2 squads of archers are to 
Be deployed on the wads at ad times. Le t 
the pacK^of wardogs loose to cover the 
iskndseveral titnes a day at random 
intervals* Set pairs of hpBolds oBservers 


in hidden locations around the island. 

If‘Jhorn Island is invaded immediate¬ 
ly dispatch a messtge Bach^to the castle. 
We wid send over however many rein- 
fortements are necessary to hold the 
island*^ 

JoumalEntry 19: 

A Blaclihoundtome written in a 
strarge haltirg hand* 

\..and settled foremost in the had cf 
Minor Courtiers were the lesser pOTVers: 
Maram ff the Qreat Spear; Haashi Voice 
of Hagm; Eyrmthra^^us the flamed One; 
iorem of the Lakp of Coding Mud; and 
Camnodthe Unseen, fhese too fed down 
and Became servants of the great hnd 
(Bane.^ 

JoumalEntry 20: 

fold in a pained voice. 

^Wejnst got the cu t through to the 
Beasties lair when / injured my (eg: filng 
decided there wasn't much usefer me any¬ 
more* Made me a proposition thmgh* 
Said if / went into the lair and Brought 
out the treasure, hedfeed me tH I 
stopped Breathin. "Best deal I had, so they 
tossed me down here. 9lpt Sein a fool, I 
lit out for the deepest hidey-hole, 
fhanffudy the Beastie was asleep. 1 can 
stidmove real quiet when / mujt 

*Anyway, if there hasn t Been muc h cf 
an alarm, then dmnhpi feed must Be on 
watch at the rochi Hes the king s son, so 
he ain t here with me - worthless sot* If 
he's them he's gat less Brains than a fer¬ 
mented rat, just act (fficious and he d 
tuh^ya ta the king. Woudht 't mind 
hearin cf that tymnt's demise. f)& seem 
just the types ta do it too*^ 
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Saiimal'Entry 21: 

^ crumBfiJiff of^ Boo^ om of a massive 
series. 

tBis time there ndirt^ the Euhsted 
Ones %vos a forverful^etteraC named 
Ei/runthra;(us. 9{e strode hefom Bis armies 
cloaked inflame and Bed the Riders out of 
the 'H4st€- M ftis hand the Bin^dom if 
"Sarze 'tvas conquered. Eumtt^ south he 
Bed his armq to conquer the 2{orreh and 
the "Uane. fqrmthm^ tvas a cruel man 
and feveBed oBB that he had tahpt, murder^ 
im the princes of these Bands. ^But the 
fmme that surrounded him. consumed him, 
destroying his Body. Jreed (fits shell, it 
flea) among the men of his armyj Bighting 
on each and claiming it 11 ufas then 
tvhen Baron Schodt imprisoned 
Egranihra^ in a vial (f evater which 
sfuyne (ik^ the hght of day. ^is he sanljn 
tBie watery depths (f Longreaeh, 
defeating the armies Eyranthra^ had 
raised I 


yotimal Entry 22: 

new folded cBoth map drawn in 
xvaterproof ink: 



Journal Entry 23: 

Several pieces of paper with highly 
organized writing. 

Eact: tlfrkh Eherhard is old, hard 
headed in every sense of the word, Beader 
of the initiale?(peditwn to retake (Phlan. 


Strong l^mor: ut faithful to his wife, 
But she knows, though he dresn't know 
she knows. 

^kjanor: hates monsters, with a pas- 
sioaj would kid every Bast one Bfore sur- 
renderit^. 

^ague Ikpmar: argry attitude is a 
cover; he is acttuiBly paid By Ehe (Boss. 

(kicmo^- opposes rise of Borphyrys 
Cadorna as a, "fbung upstart who docsnt 
respect his elders!’ 

Journal Entry 24: 

^ piece of old, eKpensivt paper written 
in a dried Brown fluid. 

flursed is the chdd (Porphyrys. (de who 
was visited By the- spirit of fire in Bus era 
d(t. Sit who Burned his nursemaid, and he 
who called the armies of the night down 
from the motmtains. 

'(Possessed is the one coded (Porphyrys. 
When the spirit of evil is in himyon can 
see the fire in his eyes. When he is pos¬ 
sessed, the ground tremBBes with his 
power and the nearhy pBants wither w: if 
e?iposed to a great heat. 

'^ne of the servants will go near the 
chiBd any jnorc. / tfdnfhe shouBdhave 
Been drowned at Birth. Put his motBier is 
BBind to his possession. She guards him 
lik^ a tigress protectirg a kitten. / thutki 
he has ensortered her. 

flor now wc have no choice. We will 
evacuate the city By ship on the morrow, 
^nd the accursed chdd shad come along. 1 
swear that he smiles every time there is an 
e?(pBosion, or anytime you hear a man 
scream. Saints preserve us ad from this 
demon child.' 


Journal Entry Zfi: 

J^n official-Booking notice. 

*Ehe numBer of undead creeping out of 
the ^iMkingen graveyard is increasing. 
Ehese undead have disrupted traimng, 


21 


destroyed property, and k0ed many of our 
troops. Tatrols have Been sent into the 
graveyard to reconnoiter and determine 
the source of the undead. 9\^ne have 
jtturmd. finder your vesponsiBiUdes as a 
priest of Pane in the city, you must help 
cemBat the menace. 

'Lead a group if acoBytes into the 
graveyard with the purpose of discovering 
the source and Beader of the undead. If 
yourgroup can engage and defeat the 
Beader, or destroy the source, do so. If your 
group is outmatched, return with your 
information so that we conform an 
assault group with clerics and troops. 
Upon completion of this mission you will 
Be in Bine for promotion to the nes^t higher 
rankj^ the hierarchy of the tempk (f 
Pane in TBihn.' 

Sigfted 

PhePoss 


Jmrrml Entry 26: 

^ smalB Bound Book: 

7 have charted this maze as cBosely as 
/ can. 9dy way is BtockplBy Both stone 
and mystic death traps. Ifarash must ftave 
used Bus magic to escape this place.. I can 
find no other way out I 

-g- StCftEr DOOR 



Ifarash has Been Breeding ertaurresfor 
increased ferocity, (^{ost of his e;^n- 
mentsfail. Jew live Botg enough to 
^nature. 2lpne that mature har^yet Bred 


true. ^Ihe Bodies of hisfailmes are often 
used as food for Ms newer creations. 

7 do not knouf what (/arash intends to 
do when M comple tes his hideous es^eri- 
mm ts. Put 1 must assume that he will 
turn his aBominations Boose on the world. 
Eo these creatures Earash will Be their cre¬ 
ator, perhaps even their god! Ehe idea of 
Edrashasagodtoamyomskkgns me. I 
must find a way to stop him. 


Joumd Ent ry 2 7: 

I4n impressive announcement. 

'paii9fFfof 10,000 gono! 

7 uhdpay 10,000gold pieces for alive 
salmaginl / tvidpay LOOO gold pieces for 
a recently deadsahuagin in good cond- 
tion. 1 need a specimen, of this man-Bkp 
salt water aquatic creature for my stuSes. 

'Pring }gmr specimen to die short of 
Lcik^OOdv and Build afire as a sigrud. 
four specimen will Be e^mirmd. If it is. 
truly a sahuagin you could end up with 
10 ,000gold pieces. Put Beware, I will 
know any forgeries, and I udl punish any 
attempt at deception. 

'So, capture a Bve sahuagin. Bring him 
to Lak^ ^to, and walfaway a rich 
monl 

Sgned 

yarttsh the Sorcerer 


JmmalEntry 2S: 

crude map Burned into an animal 

skin. 



22 




























Journal %ntry 29: 

R ckm map drmm ’U^tk tT^act iin^s. 


'tof 

1... ... 

uTtr 

1 

JLf 0 1^ 

u 

11_ n 

JS]L 


Joumal^ntry 30: 

Cajtfully prepared notes. 

9lpte 1: 'i^^ntfira?Qss is definitely a 
product of immersioti in the Tod of 
%Qdxanu. 9{\s t?^aordinary hrillmnce, 
ingoTf charismai andpinacrof command 
mist Be 0 direct result of £:;^osure to the 
effects of the (Fodl 

Oslate Z: Toot (ff%^ullanc€ may 

grant special magical ahilities. 
^yranthriUQis effiiBits a fiery aurOj oBvi 
ously magical. Hfe also seems to ha-oe 
e?(traiyrdinary means cf oBtaining infor¬ 
mation. Special magical pem^ersgranted 
By the pool rvotdde^lain Bath the aura 
and the e^a inf ormatiortgathering capa- 
Bility.' 

f(bte 3: "9granthra^ tells stories 
about moving doom from the nond 
^Though he never mentions die Toolf I 
gather that it is northwest of the 
T}fqgonspine ^Mountains. Strangely, he 
occasimally lets slip that he is neiferfar 
from the Tool, But that miis t Beapmn- 
thetkcdrefereneel 


JouTnat*LntTg 31: 

^oldin quiet, hissing speech. 

’^^Thmhgou for saving my childrtrt 
from the. Mutilator ^larash. in 1 
•will aid you in rvhat u^oy I can, though 
that may not Begreat. 

J heme lost muck of myfollovnng to 
young Thythk who listens to the false 
promises of ^yranthra^Qis... that if he 
Brings troops to invade Thlanj he uHll nde 
the riverBanhs. 

*So, 'Drythh and hisfodowers have 
Been proving themselves in raids upon the 
kgBold caves to the southwest and the 
holgoBlm caves to the sou th. 

yor some time my followers have Been 
disappearing, ^ut, when you freed 
chU^enfrrom the clutches of the evil 
Odrash my status was increased, dlrythh 
h^pt quiet for a time, But once again the 
young warrwrs listen to him and not to 
me.' 

Joumed^EntTy 32: 

J^n announcement onn^edpaper 
written in large clear syndols. 

it announced t^t Mace, ihefor^ 
mer cleric of our lord^ane, is hereBy jett¬ 
ed from the church. Mis crimes inchde 
refusal tofollouf temple dictates, unau¬ 
thorized performance cf rmyor miracles, 
and the great heresy qfplacirg other gods 
aB&ve OUT almighty lord^ane. 

'Ml loyal followers ff lord ^ane rrmst 
report Maces preserue on sight Me is to 
Be captured, Broight Before a loyal tri- 
hunolforfait arWljustjudgment, and 
then Burned at the stah§.' 

JourmfEntry 33: 

Ml official looking notice 

yarash, 

'Ihe time has come for you to add your 
power to the growing legions of myfol- 
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(owm. Come and supplicant yourself to 
me and I will reward you as an important 
ffficer in my mqgkalforces. 9ott will 
serve as the advisor to the cohort of sol 
diers to Be Based at Sorcery 's Island. 

and you shad Be crushed Before my 
alm^hty power. 1 e?(pect your positive 
rep^ within the wecht' 

Signed, 

iMTos^ 

Jatimal Entry 34: 

Eold in fl triumphant tone. 

'ybfi have no understanding of the 
suBtltU^ of Eyranthra^ and his allies. 
Merc you have trusted me enough to let 
your guard down. 9^wyou art my pris¬ 
oners. 

My hpBoldfriends deserve some 
nwaidfor their help. Eherffore, you are 
to Be taheu to their pit. Ehere, unarmed, 
you shadfght ^sheera, my pet serpent. 
Me should Be hungry now, merchants 
don t satisfy kirn for lorrg.* 

Jotimul Entry 3S: 

Eold in halting speech. 

'Ehankgou for freeing us. 9'arash has 
Been e?(perimen tirg on our people, chang¬ 
ing them in horriBk ways. Every nght 
we cany off another lizard man with his 
chest Burst open or his head mangled, 
^larosksay he make us liktSaMag-gin. 
Me always say that he make us stronger, 
Better hunters. (But all he make us is dead. 

were not allowed to speakwhen 
l/arash was around. Ehese marks were 
passed down to us and remind us of home. 
Ehey represent the friend word used 
Between lizard men of different tribes. If 
you meet lizard men on the outside, this 
word may help you. ‘ 


Ehe lizard man carffully scratches 
mark^ into the £rt. Eou recognize the 
marks ^ two runes and a path symBol. 

0*3 ^- 

Journal Entry 36: 

Carffudy prepared notes. 

Mpte 4: Me has fooled me. Ml this 
time he has coded himself Eyranthra^ 
the flamed One. Me £r(hiBited his flame, 
andspok^ cf deeds attriButed to 
Eyran threagiS. ^ut today, wkik he did 
not k^ww I was around, he rtveakd his 
true i^ntity. Me spok§ into the great pool 
in his lair. / think.hespok$^ to LordTane. 
himself Mu£ he rfferred to himself as 
Matam. Maram, he of the great spear, is 
also a servant cf "Hone. 

'H^y would my leader use a false 
nameFMe hides his identity from the 
world, so that they do not research his 
past and discover his weaknesses. 43/hat if 
he also hides his identity from his closest 
advisors, so that tlMy also camwt kgow 
his true aBilities andweak^ses. J4nyane 
who attack^him, thinking to utiBze the 
weaknesses cf EyrantkropQis, would Be 
destroyed By the dfferent powers cf 
Maram ff the §reat Spear. 

'My research into Eyranthra^ is now 
usekss.! mast scour my records for details 
concernirg Maram of the Qreat Spear. I 
have much workito do.' 
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jounud "Entry 37: 

A massive attm drami By tHegreat mathermticim Amarus. 



THE GREAT 
GREYLAND 
'“OP 
THAR 


DRAGONSPINE 


iTJLASH 


MULIflAST^ 


ONStK 




[LLSfAfi 


E1VF.N comrh 
duatkamperS 


TO COHMYR 


THE MOONSEA 


GUSTER 

# 


THE HIDE 
(NOMAD STEPPES) 


VAASA 


STO)ANOW 


THE RIVER 


RIVER 


SjC^ 



DRAGONSPfi^ 
A^iVlTNS. , 


QUmRE 

:^JQRES3 


TWILIGHT 
^ MARSH 


STORMf^ __ ^ 

^ MOONSEA 


AREA NEAR PHLAN 
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fRAVEY 


PODOL 

'PLAZA^ 


BAYOFPHIAN 


THORN 

ISLAND 


PHLAN 


STOfANOW 
RIVER . 
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journal "Entry 3S: 

Several pkces of paper ufitfl 
organized 'Writiny. 

jaett "Wermr voti ^rsHfiyen is a 
retired meKmarp captain turnedhusintss 
matu 

Sirony mastlp interesteditt ike 

military aspects of the recmiquest of 
Tklan. 

^Hiitnor: fouyht in a nvercenary unit 
hired hy Ehe ear^ in his career, 

^mor: hates Zhentarim because he 
fouykt in a UTut i^ainst them several 
times. 

has strany contacts nith other 
mewenaries and same ruffians in toum; 
none of our informants confirm suck con¬ 
tact, 

Vcyue ^mor: "Von "Ursdngen's unit 
was toiped out $y enemy nuyjk users; he 
was the only suroivorj he retired and now 
secretly hates mayic users. 

journal Entry 39: 

M preserved parchment capered with 
yiant script. 

j am writiny to you to ckscrihe my 
further inquiries into the (eyendef the 
"iPool of ^liadiance. It seems the pool has 
moved several times, Lany aya^ at least 
one wise wizard actually rmrr/ed the pool 
in to his ahodefor a period of time to 
study it, lHoweverj the pool seems to 
return to its oriyitud location after every 


move. / am now watching the dry hole 
that is the pools natural location, "When 
it returns / will5e ready, I tru^ Belkve 
that the "I^oolof ^Hitdimice is the ^y to the 
secret wisdom that I seek." 
jhurs in riHsdotn 
Sorrassar 

journal Entry 40: 

A qukfinote an an of ten used piece of 
paper, 

'"Both hpBolds and hokyohUtis in 
large numbers to the east. Ej^penments 
show neither mahgsgood Breediny materi¬ 
al.^ 


jaurmlEntryjl: 

A dean map drawn with e^t liTtes, 





joumalEntry 42: 

M sketch drawing. 



DAYS TO dig 


Lair 

id 




KoBOlD CAV£5 


home: 


6 ia ROCK 
CL 05 ^ 
CAV^ 
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joumalEntry 43: 
gi loosely wrappedscrod. 

'ytiamdg the-(f ood paladin and 
brother cfEaima^-the fnvincihle^ and 
Sarasim if EeshwavCf the high priestess ff 
Sumf attachied the denizens cf the 
^iMhiryen graveyard with a holy 
vetyeance- "They came in search ff 
Eaimaly atul his nteicenary Band, who 
assaulted the grav^and and did not 
return, 

^Sarasint used her holy power to dissi¬ 
pate and turn the undead that confronted 
them, dlrama^ wielded his vorpat sword 
and slew the few that fought her power 
'"Together, Mranufy and Sarasim pene- 
imted the graveyard to an evil marBk 
crypt. "iTueyfound and splintered an 
empty coffin, Blessirg the remains attd 
sprinkling it with holy water, "Then they 
confronted the ozmer of the coffin, a crea^ 
tme ofgreat evil and the leader of the 
undead in "Valhingen, an ancknt vampire, 
"The three Began a furious melee. 

'"The vampire was swayed By j^rarnaly 
andSarasim's power, But woidd not Be 
turned "The vmnpire shouted, 1 have 
dcfeatedEaimd^ and his rvarriors, I will 
defeat the Brother of "latmalg as wedf 
'"The vampire summoned an army cf 
rats and tried to charm Sarasim to his 
sidcj But to no avail. Sarasim resisted his 
charm and J4.ramalg charged through the 
massed vermin, ^Ike vampire fell Befort 
the mighty Blows of ^ramalgs holy sword 
andSorasims enchanted mace, 

'"Defeated, the ancient vampire dis¬ 
solved into gas and fled to his coffin, 
Eindijy ike coffin destroyed he returned 
to sokdform andscreanted. Seizing the 
moment J4rama^graBBed the vampire 
and held him with all (f his strength, 
Sarasim ran up and drove an oaken stake 
throtyh the vampire s heart. 


'J^ramalg and Sarasim pefformed the 
proper rituals to Banish the vampire for¬ 
ever. "Ihen, wounded, l^rama^ and 
Sarasim left lAdhingen graveyard, it was 
Beyond their power to comple tely cleanse 
the evil place, But they had ep^tracted 
proper vtnyeunce for the death of Tianmly 
and his troops,' 

jourtmffEntiy 44: 

SI clhinly written note onstandird 
paper found on the Botfy of a dead trader. 

Sdemm, 

'Sledo my good friend. I hope you and 
your Brood are wed. 1 am tired; tired cf 
tTckkity through unspeakaBle swamps 
and over uncBmBaBle mountains to take 
my meager wares to ungratffulcustomers. 

'Only one event has saved this years 
sales. I found a castle full cf happy folk,, 
who were very good customers, "They were 
starved for goods and news from the out¬ 
side world. J4nd Wed they should Be, thdr 
castle was in the middle cf a small forest, 
and the forest was in the midede of a 
swamp! 

'"These people seemed to know nothing 
cf recent even ts. "They slidspok^ of Bhlan 
as if it were in its full flower, Mnd they 
paid in oldEhlanian gohlSoveregnSj 
douBle the weight (ff the newer gold 
coins! 

'"Though they were ou t cf date, they 
were veryfrkmdy and prosperous. 1 saw 
more than one gem glitter in the sun, and 
several swords showed a fhsh that rnade 
me think^they were magk. If you are will¬ 
ing to dodge the vermin of the swamp I 
would add this castk to your trading 
route. Speed to your horse, strength to 
your arm, and skid to your trading,' 

")dur Erknd, 

"Burach 














































3mnudT.ntiy 4$: 

^td irt perfect, stylized, comment, 
'generations o^o, flesh ddn^s were 
fewer and we ha^-sheM beings nded 
the shares of Lazara, wfu^ flesh tfdngs 
cad the Odoonsea^ ^egatfired much gold 
and ptatinum, plus many gems for decora¬ 
tion and to appease our own gods. are 

quite adept atfindng such trinh§ts as we 
mah^ our home by burrowing with our 
ozon mandibles^ We know the earth. Hkj^ 
none other can* 

'When flesh things began to msduphy, 
we did not laokon them as intebhgent. 
Ihey could not decipher our glorious (an 
guage of sounds and movement and we 
could notfadwm. intelligent communica 
tim Umited to their feeble squeaks and 
grunts. 

we assumed the flesh creatures 
uninted^ent we looked on them as 
slow, soft, weahi but tasty, prey, ^ut the 
prey soon came riding swft beasts, and so 
were no longer slow, ^n they came in 
metal sheds, and so wm no longer soft. 
J4nd then they came hurling bads of fire 
anddouds of stinki andso were no long^ 
weak. Our gods told us that the flesh 
creatures would multiply and that our 
only hope was to retreat. 

'We retreated underground, into cap- 
erTiS carped by our own rnandibles. We 
only venture to the surface to guard our 
lands and to find food less powerful than 
yourselves* We have kept the location tf 
our nest secret for tmmy gmerations. 

"©ttt now you have come, ^ou have 
d^eatedour Warriors, tPodedour traps. 

admit your power. We have nothing 
further to gain by combat* If ym wid 
leave us in peace you may tadit die gold 
and gems that were saertdio our gods, we 
have been abandoned by them. If you wid 
not leave ui in peace then we must fight 
to the last. What is your decision?' 


foumal^Entry 46: 

Eold as jaunty, after dinner conversa¬ 
tion. 

'^Jhis is an old story that I first heard 
while serving at the Citadel if Ehe 
^ven, ^Dig was the usual bwbarian hero 
- the type able to snap five mens backs 
with ^ bare hands, wrestle and tame the 
cloud horses, pierce a man with ajavedn 
from many mids away, and other equady 
preposterous thirgs. 

'^Ihe story goes that dHg and his band 
of mm found a pool fl-unfrozen water 
while wandering in the snowy wastes* 
THgs little pet hzanljezmagot too close 
to the pool and cbscovered that not only 
was the water not frozen, it was boilitg 
hot; so hot that it cookgd the skin right 
off of jezmcL 

'Etig was so angered he thrust his 
spear into the pool and roiled the waters, 
fhe. demon of fire that inhabited the pool 
was disturb^ and roared out cf the pool 
to do battle* ^Ihe demon leapt from mmt to 
man, consuming them in a sirgle touch* 

''But the demon cf fire cotddnot defeat 
(Dirg. ther cotdd fhg find a weapon 

stWTg enough to mthstand the creatures 
firt* Iff ter battling for an day, BHg 

finally coded upon his totem god for aid. 
With this nugkal aid, BHg was able to 
trap theflandng demon in a trianglt of 
power where supposedly he is even to this 
day.' 

youmalEntjy 47: 

M smad wrinkled parchment vAth 
roughly scratdkd notes. 

'^hobgoblins transferred out of 'ih^cvo 
Castle, ^w replaced by giants and trolls. 
Sounds very tough* 
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'Stqjanow CjOteguarded by bugbears 
andettins. ^leardettins iddnt light. 
9dust be charmed or controlled* Sounds 
tougfU 

'Some smugglers sneaksuppBes 
through Stejanow gate to Ehe Boss. 

^ust checkjt out 

'Overheard hobgoblins say a dragon 
scared them into leaving a nice lair in the 
mountains out east. Coiddnt happen to a 
nicer bunch of creeps.' 

Joiirmd Entry 4S: 

Several pieces of paper zvith highly 
agonized wri ting. 

Strong 'dymor. Ehc Boss is a dragon or 
is a human who can tak§ the form of a 
dragon. 

^Qgue ^B^mor: Ehe Boss is o metadk 
dragon. 9lbt consideredhkffy as metallic 
dragons are good'. 

Joel: Ehe Boss holds audknees in 
Va^evo Castle* Castle is guarded by 
groups of big stupid monsters, with occa¬ 
sional STuart human leaders* 

Bgmor: Ehe Boss doesn't spend full 
time at '1/a^evo Castle* 

Eact: maze inside castle wad; pass¬ 
words are needed to get past castle gates. 

Bgmor: Ehe Boss has bun sending out 
messengers to the tribes of monsters in the 
ana to recruit new muts. 

'l/ague Butnor: 'Ihe Bass is recruttitg 
new units in preparation far an assault to 
reu^ the civilized sections ofBhlan. 

joiimalEntry 49: 

letter on clean white paper in a 
strong hand 

Eo: 

EheBoss 

%h§evo Castle, BfUan 

Sir, 

7 categorkady reject your demand that 
/ submit my island and my powers to 


your control 1 am a free man and I will 
remain free. 94p petty tymntcan order 
about a true nuge. 

'If you or your troops maf^ any move 
toward Sorcerers Island I shad send an 
army cf my unstoppable aquatic creations 
down the Barren H^iver andsinkgour pre¬ 
cious cast^. tiniil now ym have been 
beneath my notice. If you vabse your 
empire, let us it that way.' 

Sgned 

Edrash, the Sorcerer 

JounudEntry SO: 

Mn offickl looking notkt 

'S^^nble a group cf at dost 30 cf 
yourfodowcTs. 9deet up with a hobgoblin 
assault farce at the smad docks to the 
west cf town* Dbu and yourgroup wid be 
under the command of the fwbgoblm lead¬ 
er* Eadow his orders. Upon completion of 
the mission you wid be rewankd with 
food, treasure, and many staves.* 

Signed, 

EheBoss 

Scribbled on the back_of these orders is 
^dgrris the grays unsent reply to Ehe 
Boss 

V wid neverfodow the orders of a 
hobgoblin. I dontgo on missions untd I 
kgow tj^tly what were supposed to do* 
Sind I dont go on Tuissionsfor an 
unknmm amount of food, treasure, and 
slaves'. I do go on missions where I am in 
command; where I kww e;(actly what the 
target is; and where. I know exactly how 
much Id get paid* ‘Don't send me another 
order until you can mee.t my terms.' 

Signed, 

Harris the gray 
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Joumai'Entry Si: 

Scifend pieces of paper mtfi 
organized zoritiny. 

Jact: ^Bisfwp Bracdo is t^\e highest 
ranking reti0ums (coder in Bfdan. 9iu.ns 
smad temple in civilized section of city. 

Vayue %umar: Braccio is uctuaUy a 
fwnt-manfor a potoerful ki^h priest zoko 
never (eaves the small temple. 

Strony ^Birniar: Braccic is tmderfim to 
"do sometkinf about tke imdeadproblem. 
So (on^ as the tmdmdwere causing the 
monsters more trouSle then the settlers^ be 
(tad otkeTf more pressit^, problems^ 
'J^mor: Bracdo is opposed to tke tern ^ 
pie tendency to sell clerical ^miracles"; but 
he understands that tke temple needs 
funds. Braccio tootdd rather peform suck 
"miracles^ in e^hangeforgood tvorlQ 
done in the name cf the ckurth, not just 
for money or items f power. 

jmrruU Entry S2: 

Delivered in chiding^ clear tones. 
*lHear us in our hour (f need! " tke 
nomad witchdoctor cries, "Ehis night toe 
fight a great battle. By the breaking cf 
dawn dtker our enemies will be dead or 
we wid have been destroyed. 

"incept the sacrifice of these outsiders 
and give us the stmgth to defeat the 
hordes of our enemies. Jidour limbs with 
your fire, and fid our minds with your 
fury. Let us vanquish our enemiesjtist as 
we vanquish these invaders who have 
come amorg us." 


j}oumaiEntry 53 : 

A crumped discarded piece of paper, 
fud of mb outs and scratch overs. 


Briests: 

1 

J4colytes: 

4 

Ogres: 

1 

Blobgoblins: 

40 

Ores: 

90 

^obUn Slaves: 

20 


3ouma{ Entry d4: 

page from an unknown diary. 

‘Ehey stole my map to tke Bool. 
Somehow they knew when I was coming 
andeo(actly what to lookfor. They didn i 
even bother to kid me; they said I wasnt 
worth killing. Ihey just crippled my kgs, 
took^the map, and rode away laughing. 

"Sfter the attack^and the rigors of my 
trek^ad I remember is that the Bool is in 
tke Drqgonspim, north and west of 
Sorcerer's Island. It shines just likp they 
said it would ^bu can feel the power 
flowing out of it. Idngs andgenerds 
have searched for the Bool, and 1 had a 
map that kdright to it 

7/ / ever get back^the use of my l^s 
Id go after them. Id get backjnymap. 
Idget to the Tool, ^nd this time I d 
bathe in its power. Bhen 1 d teach them. 
Id teach thm adl 
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yourml Entry dd: 

Debvered as you sit around the camp- 
fire. 

"^ou must beware of the many dangers 
in this r^im. Severed days wadito 
west there is tke pyramid of evil. It has 
been long avoided by cdlsetuible men. 7b 
the southeast is a lair <f many ferocious 
hobgoblins. The areas to the southwest, 
are inhabited by evil men -- buccaneers, 
marauders, and soldiers cf an evil empirt 
far to the west. S\nd ad good folks 
the swamps to the cast. 9lptlkjg but dan¬ 
ger grows in tke swamps." 

jmmal Entry dS: 

14n unsent note written on sturdy 
parchment. 

active dragon has nmde its home 
in the Dri^onspine Motuttains to the 
northwest. search parties away from 
tke area so as not to catch the dragons 
attention." 

dmmalEntry 57: 

M ratty piece if parchment with large 
writing on one side. 

'Our spies in the city inform us that a 
party cf invaders will travel to Sokql 
to free it. Eo combat these invaders, 
assemble a force cf no kss than three 
squads. 'Travel by boat from the small 
docks at the west of town to Ehorn 
Island. Move undetected toSokglLKeep. 
Bind the adventurers in or around Sokol 
9(pep. 'J(jd them before they can TCturn to 
the city council with information about 


tke true situation at the keep, ^turn 
with tke invaders keads as proof cf com¬ 
pletion if your tmssioTt. Upon completion 
you will be Ttwanded with food, treasure, 
and many slaves." 

Signed, 

'The Boss 


jmtmalEntry dS: 

tattered piece of parchment 
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*Tavem ‘Tales 


Tfe taz^ems of ^hhn arefUkd toitfi scoundrels^ cm-tmUf and admn^ 

turers ■ emry oru a liar and a gossip. ^Xht folloudng taoem tali^ represent 
such rumors and Ucs, 


T\dimyoam^ iti a tavaitj rrmy Be 
Inferred to a pankular tah number, 
^ind and read tfmt tah. !f^u re:a% 
tfnTili_cf your adz/entur&rs as mmor 
mongerSf read ad the taks. 

Some of dtest taks art tm£f some art 
Bastdon tnitk, and some Bave never Been 
corrupted By a Bint if trutB. Xt/en zoBen 
a tavern tak is rferrtd to By numheTf it 
rm^Bt Be fake. 

Xak 1: f ar to tBe nortBeast, in tBe midst 
of a vast sToamp^ Be the uninBaSited 
ruins if a pov/erfui wizards custk. 

fak 2: drunB.Bard sits in a corner cf 
tBe tavern spinning a seemingiy endkss 
tak, But no one is listening. 

fakJt Weds tBrougBoui the city often 
provide access to Bidden dens and under- 
ground passages. 

fak 4: Mn angksB iordcommandeers one 
corner cf tfte Bar to (ecttire an tBe idti- 
mate range of Bis adventures. XBe crowd 
ignores Bim 

Tak S: To the east cfTfdan lies agkam- 
ing castle ofgold that sBifts its location 
from, time to time. 


Tak 6: ^ weird koBiag wizard, dressed 
ad in Blacki sits alone and mumBks inTo 
Bis Bees, ddrttam ne^ tim andsBow 
tBemadr" 

Tak 7: (^reax treasures are to Be found on 
the Barfs of the ^Barren fiver as one vert- 
tuies northward. 

Tide Si ^Ihe graveyard is controlkd By a 
very powerfid and ckver undead creature. 

Tak 9: puzzkdpatron vAtB a limited 
vocoBulary questions everyone he comes 
across about Bow to complete a 
manuscript dated1977 
Unfortunately, no one can help Binu 

Tak 10: To the west lives a triBe of 
imect-men who worship normal men and 
give vahiabkgifts to c^ who visit thenu 

Tak 11: The Thqgonspine 9dountains are 
inhabited By a race of evil dragons who 
lure travelers to their lairs and sky tBent 
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Tak 12: M Bedraggledadventumr decries, 
There was a man colled tu rtle, wads 
that arent them living daggers; / never 
didfgurt out whut was going onJ' 

Tak 13:14 master thif^ has set up a Bid¬ 
den training ground (kep in the old city, 
rghx under me noses cf morrsters. 

Tak 14: Ogres who live to the east of 
fBlan am Boldirg captive a princess far 
whom a h uge reword has Been effered. 

Tak IS: The merchants of Zhentil %^p 
are setting up a trading Basefar to the 
west cf BBlan. They re Birirrg caravan 
guards for good wages. 

Tak 16: Buccaneers operate a slave auc- 
Uorrout (f a Bidden camp near Stormy 
Bay. 

Tak IT: An old sage sits in a cerrner with 
a darf^wizard. *Tdure right ,' laughs the 
sage, TBeyll do anything! ted them to, 
no matter Bow orpBontastic .' 

Tak IS: Off to the east of Thlan roams a 
triBe of marauding nomads. They have 
Been pillagirg vidages in the pkins with 
the help of a powerfid artifact they have 
discovered. 

Tak 19: Mighty triBes cf wild dwarves, 
thousands of them, roam the 
Tkagonspine Mountains, destrayirg vil¬ 
lagers and Billing travekrs. 

Tak 20: 7 zvas hrtady confused; it was 
liB^ Being lost in. the darlytess/sighed the 
overwrought adventumr. ^fgBBits, hats, 
Bowling Bads? 9'\here in the realms 
was IT 


Tak 21: The moTtsters in BBlan are led By 
one cf the generals who sacBrd the city a 
generation tgo. TBe general Bos used 
great magic to mah§ himself immortal. 

Tak 22: J4 vast fortress of BpBolds domi¬ 
nates the wesUrn tip of the great swamp. 
^TBesenormady weakcreaturesgrow to 
great size and have esTruordinary 
powers Bert . 

Tak 23: An ancient Silver Thagon stM 
livu up in the Bkagonspine Mountains. 
The dragon i5 not evilandwidhelp 
travders who Batik evil. 


34 






APPENDICES 


HOMEY Ctt^VERSlOMS 


Coin Type 

Copper 
Silver 
Elect rum 
Qold 
Platinum 


Qold Equivalent 

200 cp - 1 gp 
20 sp - 1 gp 
2 cp - ] gp 
1 gp - 1 gp 
1/5 pp - I 9P 


^COND LEVEL MAOIC-USER SPELLS 

Delect Invisibility 

Invisibility 

Knock 

Mirror Image 
Ray of Enfecblement 
Stinking Cloud 
Strengtll 


SPELL UST 

This is a listing of spells available to player 
character clerics and rnagiiMisers as they 
gain In levei 

riRST LEVEL CLERICAL SPELLS 

Bless/Curse 

Cure Light Wourids/Cause Light Wounds 
Detect Magic 

Protection from Evll/Frotection from 
Good 


THIRD LEVEL MAGIC-USER SPELLS 
El ink 

Dispel Magic 

Fireball 

flaste 

Hold Person 
Invisibility, 10' Radius 
Lightning Boll 

Protection Prom Evil, 10 Radius/froLcction 
rrom Good, 10' Radius 
protection from Hormal Missiles 
Slow 


SECOND LEVEL CLERICAL SPELLS 
rind Traps 
Hold Person 
Resist rire 
Silence 15' Radius 
Slow Poison 
Snake Charm 
ritual Hammer 

TtURD LEVEL CLERICAL SPELLS 
Animate Dead 

Cure Bllndness/Causc Blindness 
Cure Dtsease/Cause Disease 
Dispel Magic 
Prayer 

Remove Cursc/Bestow Curse 

FIRST LEVEL MAGIC-USER SPELLS 

Burning Hands 

Charm Person 

Detect Magic 

Enlarge/Reduce 

Friends 

Magic Missile 

Protection from Evll/Frotection from 
Good 

Read Magic 
Shield 

Shocking Qrasp 
Sleep 


ARMOR LIST 

Weight 

Armor Type In gp- 

AC 

Maximum 

Movement* 

Hone 

0 

10 

- 

Shield, Small# 

50 

9 

- 

Leather 

150 

0 

12 squares 

Padded 

100 

0 

9 squares 

Studded 

200 

7 

9 squares 

Ring 

250 

7 

9 squares 

Scale 

400 

6 

6 squares 

Chain 

300 

5 

9 squares 

Splint 

400 

4 

6 squares 

Banded 

350 

4 

9 squares 

Plate 

450 

3 

6 squares 


* A character carrying many objects, 
including lots of coins, can be further lim¬ 
ited in movement to a minimum of 5 
squares per turn. 

# A Shield subtracts 1 AC from any armor 
it's used with, 

TABLE OF EXPEBIEMCE 
PER LEVEL 

The following shows the amount of experi¬ 
ence a character must earn to gain a level 
in his character class. All cxpjcrience 
earned by multiple-class characters Is 
divided by the number of classes. When a 
character has earned a gain in level for 
one class but not another the Show com¬ 
mand shows his highest level. Thus, a 




character who is a flghter-thlef and has 
earned 1,S00 experience points in each 
class (a total of 3,600 XP)^ will be shown 
to be 2nd level because he has earned 
that level as a thief, though not as a fight¬ 
er, nis fighting abilities aro still based on 
his being a 1st level fighter. 


CLERIC Spells^ 

Level Expcrieiice 12 3 

1 0-1,500 1 - - 

2 1,501-3,000 2 - - 

3 3,001-6,000 2 1 - 


4 6,001-13,000 3 2 - 

3 13,001-27,500 3 3 1 

6 27,501-55,000 3 3 2 

* Clerics get addiUonal Spells by Level if 
they have a 'Wisdom of 13 or greyer. 

FIGfllERi 

Level Experience 

1 0 - 2,000 

2 2,001-4,000 

3 4,001-0,000 

4 S,001-18,000 

5 10,001-35,000 

6 35,001-70,000 

7 70,001-125,000 

a 125,001-250,000 

MAGIC-USER; Spells 

Level Experience 12 3 

1 0-2,500 1 - - 

2 2,501-5,000 2 - - 

3 5,001-10,000 2 I - 

4 10,001-22,500 3 2 - 

5 22,501-10,000 4 2 1 

6 40,001-60,000 4 2 2 

HREF! 

Level Experience 

1 0-1,250 

2 1,251-2,500 

3 2,501-5,000 

4 5,00 MO, 000 

5 10,001-20,000 

6 20,001-42,500 

7 42,501-70,000 

6 70,001-110,000 

9 110,001-160,000 

CLERICS VS. UrSDEAD 

A good or evil cleric {not a neutral one) 
has a certain influence on undead. He 
extends this Influence by using the Turn 
command in the Combat Menu. His level 
determines how many undead and what 
hind he can influence. Evil clerics can 
make undead either neutral or friendly to 
the party. Good clerics can drive the 


undead away and may be able to destroy 
them if the cleric Is of a high enough level 
and the undead are of a low-enough level. 

The following Is a list of undead In increas¬ 
ing order of power and what minimum 
level of cleric a character has to to 
have any influence over them. Low level 
clerics generally have a chance, not a cer¬ 
tainty, of affecting undead. 

nitilmum 

Undead Type Level of Cleric 


Skeleton 1st 

Zombie 1st 

Qhoul 1st 

Wight Ist 

Wraith 3rd 

Mummy 4th 

Spectre 5th 

Vampire 6th 


GLOSSARY OF AD&D® GAME 
TCRHS AND COMFLTTER TERMS 

Abllfty Scores. These are mimbers that 
describe the attributes of the characters* 
There are six abllily scores: Strength, 
Intelligence, Wisdom, Dexterity, 
Constitution, and Charisma. For the most 
part, the range of numbers runs from 3 to 
18, the higher the better. 

Adventurer. This is a term for one of the 
characters you play in this game. 

AJlgnment. This is the basic philosophy 
of a character. See Alignment in the What 
are Characters? section of the rule book. 

Character. This Is another name for one 
of the persons you play In the game. A 
party consisi^ of several characters. 

Command. A one or two word option In a 
menu. Activating that command allows 
you either to view another menu or have 
your charactet^ perform an action. 

Encounter- This Is what happens when a 
party meets a monster. You arc given a 
menu of choices of how you want to han¬ 
dle the situation. 

Euler. The act of giving a command to the 
computer. How this is done varies depend¬ 
ing on the computer. 
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Experience Eolnta Every encounter 
the charactera have yields e?(perlencc 
points for eveiy chaaracter depending on 
how successful the encounter was for the 
party, A character who gains enough XF 
can advance a level if he has enough gold 
for ttalning. 

Facing. In comt>at, a character faces a 
certain direction. An attack from the direc¬ 
tion he la not facing has a greater chance 
of doing damage, A character will alw^s 
face an opponent If he has only one oppo¬ 
nent, 

mt Fointa (HP)* This is a measure of how 
healthy a character b. Damage from 
weapons subtracts hit points from the 
character's total. When he has lost all of 
his hit points, he Is unconscious and 
dying. If hb wounds arc bound by another 
party member, he Is simply unconscious. 

Icon. This l3 the small picture of a mon¬ 
ster or a character seen in the Initial 
stages of an encounter and during com¬ 
bat, Character icons can be altered using 
the Alter command in the Camp Menu, 

Inlttative, This Is a semi-random determi¬ 
nation of which character In a combat acts 
first. The characters with higher dexterities 
have a better chance for a higher Initiative. 

Level. This describes the power of a num¬ 
ber of different items, The power of char¬ 
acters, dungeons, monsters, and spells 
are all described with levels, 

Cbaractei' Level* This Is a determination 
of how much experience a character has. 
TTie higher the level, the more experi¬ 
enced and Important the character is. 
High-level spcllcasters can cast high level 
spells. 

Dungeon Lev^. This b a measure of how 
far down In the earth a dungeon Is. For 
the most part, the further down one is, the 
more ferexious the monsters. Thus, a 
high-level dungeon refers either to how 
deep it goes or the relative toughness of 
the monsters, 

Monster Level. This is a measure of how 
powerful monsters are. The higher the 
level, the more powerful the monster. 

5peU Level. Spells come In degrees of 
difficulty. The higher the level of the spell, 
the higher the difflcutty. Only very experi¬ 


enced magic-users and clerics can leam 
high level spells. 

Hagfc. This term covers spellcasting, 
enchanted items, and any other applica¬ 
tion of the supernatural. 

Melee Combat. This is hand-to-hand com¬ 
bat with weapons such as swords, spears, 
and fists. 

rasslle Combat. This is ranged combat 
with weapons such as bows and arrows, 
crossbows and quarrels, and slings and 
slingstones. 

Monster. This term actually includes 
human and other player races as well as 
such creatures as ogres and dragons. In 
general, if ft isnt part of your party, it's a 
monster. Monsters are not necessarily hos¬ 
tile. Some may be helpful. That's what the 
Parlay command in the Encounter Menu is 
for, 

non-Flayer Character (MFC). This is a 
member of a player character race who Is 
not controLed by the player. Some HPCs 
can be brought into a party. 

Party. The group of adventurers you form 
to perform the missEo'ns you are given. A 
party can be reformed for each adventure, 
and even altered during the course of an 
adventure. 

Player Character (FC), This is a member 
of a player character race who Is con- 
tfOll^ by the player. The characters In 
your adventuring party are PCs, 

Spell. This Is a magic incantation that can 
alter the nature of reality. Both magic- 
users and clerics can cast spells after 
memorizing them. If the spell is cast, it is 
gone from the user's mind and must be re- 
memorized. 

Spell Book. The book a magte-user car¬ 
ries his spells In. If he doesnt have a 
ma^c book, he has no spells to memo¬ 
rize. 
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AKMOR AISD WEAFOPiS FERMTtTCP BY CHARACTER CLASS 


das# 

.Armor 

Shlelcl 

Weapons 

Cleric 

any 

any 

club, flail, hammer, mace, staff 

Fighter 

any 

ai^ 

any 

Made-User 

none 

none 

dagger, dart, staff 

Thief 

leather 

none 

dub, dagger, dart, sling, one handed swords 


WEAFOn LIST 


flame 

Damage vs. 

Damage vs. Larger 

Humber 



Man Sized 

Thau nan Sized 

of Hands 

Class 

Axe, Hand 

’1-6 

1-4 

1 

f 

Bardlche-i- 

2-0 

3-12 

2 

f 

Bastard Sword 

2a 

2-16 

2 

f 

Battleaxe 

1 -e 

18 

1 

f 

Bee de Corbin+ 

1-0 

18 

2 

f 

BlIKlulsarme-s- 

2-0 

MO 

2 

f 

Bostick 

1-6 

1-3 

2 

f 

Broad Sword 

2-8 

2-7 

1 

f,th 

Club 

1-6 

1-3 

1 

f,ath 

Dagger 

1-4 

1-3 

1 

f,mu,th 

Dart 

1-3 

1-2 

1 

f,mu,th 

Fauchard+ 


18 

2 

f 

rauchard-Fork+- 

1-a 

MO 

2 

f 

Hail 

2-7 

28 

1 

f,d 

Fork Mnltaty+ 

1-8 

28 

2 

f 

□laive+ 

1-6 

1-10 

2 

f 

Qtaive, Qulsarme-i- 

2-6 

2-i2 

2 

f 

Quisarme 4 

2-8 

18 

2 

f 

QuIsarme-Voulge-h 

28 

28 

2 

f 

Balbcrd+ 

MO 

2-12 

2 

f 

Lucem Hammcr+ 

28 

18 

2 

f 

Hammer 

28 

lA 

1 

f,d 

Javelin 

18 

18 

1 

f 

Jo Stick 

18 

1-4 

1 

f 

Long Sword 

18 

M2 

1 

fth 

Mace 

2^7 

18 

1 

f,cl 

Mori^ng Star 

28 

2-7 

1 

f 

Fartlsan+ 

18 

2-7 

2 

f 

Pick, Military 

2-5 

1-4 

1 

f 

nke, Awi+ 

18 

2-12 

1 

f 

Quarters taff 

18 

18 

2 

tcLmu 

Ranseur+ 

28 

28 

2 

f 

Sclmitar 

18 

18 

1 

f,th 

Shot Sword 

18 

18 

1 

f,th 

Spear 

18 

18 

1 

r 

Spet.um+ 

2r7 

2rl2 

2 

f 

Trident 

2-7 

3-12 

1 

f 

Two-Handed Sword 

1-10 

3-ia 

2 

f 

Voulge-i- 

28 

28 

2 

f 

Composlte Long Bow * 

18 

18 

2 

f 

Composite Short Bow ^ 

‘ 18 

18 

2 

f 

Long Bow * 

18 

18 

2 

f 

Heavy Crossbow# 

2r5 

2-7 

2 

f 

Light Crossbow# 

1-4 

18 

2 

f 

Short Bow * 

18 

18 

2 

f 

Sling 

1-4 

18 

1 

f,th 


+ Foleanti * Must have ready arrows to fire, H Must have ready quarrels to fire. 

f^-fighter, cl-ckric, th-theif, mu-magIc-user 
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RUINS OF ADVENTURE 


This new role-playing gctirie module from TSR 
is based on SSI's tiist olficial ATi&D® computer 
sottwore release. Poo! of Rcfchance. 

Once again, the FORQOTTEN REALMS 
Compcdgn Setting provides the backdrop for 
the thrilling cdventure in the city of Phlon, Fifty 
yefors ago. the people of Phlan were driven 
out by evil hordes. A bond of heroes (or are 
they ?!?1 has arrived to help restore order. 

Pool of Radioffice oomputer role-playing gome 
players wHi find additionof] clues and back¬ 
ground irifoiimtion in 'ISR''s Ihiins of Adventure 
module, to enhanoe their adventures in the 
computer version of this module, 

Ruins 0 / Adventure is 
now avoiiable at your 
local toy, book or 
hobby dore. 

f DWNCeC? OUMGEONS i CJFWGO.'JS, AOfiD, FORflOnEh' REALMS, End 1ti9 TgR logq jiu ltadnrr#;kn o«Tiftd tf TSR, Inc TSR. *y;. Al Flgtilp Sewfwd 
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